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It is amusing to me, and perhaps especially to my family, that my
thesis topic involves digital technology. From my first encounter with
the Apple II, I vowed never to use a computer again. Using the
Apple II was very frustrating. To save to disk, to print, or to find a
directory, a command needed to be typed. For a young person this
seemed very complex. If I used the computer, my parents had to do
everything but type my papers. In high school it was my mother,
the computer programmer, who pulled me through a required BASIC
programming course. Again, I vowed never to use a computer.
Eventually, to my dismay, I discovered I was not going to have my
way. But this time it was different. While in college I was introduced to
the Macintosh and found that, miraculously, I did not hate this plastic
box. This was a friendlier computer and, with a mouse and pop-up
menus, I could actually see what was happening. I amazed my family
with my new found friend. I had accepted the role that the computer
could play in my own design process.
Look at me now! My thesis involves digital technology. There are still
times when I find the computer a very frustrating tool. Sometimes it
won't allow me to do what I want. There are times when a pencil is
the only tool I need. But digital technology is now an integral part
of the design process. My thesis explores the relationship of design
process and digital technology. A balanced approach is required
for successful design.
Initial Discoveries
During this past summer as I poured over design journals and books
I came across April Greiman's book Hybrid Imagery: The Fusion of
Technology and Graphic Design. I bought the book on the spot.
It prompted those memories of my early encounters with technology
and sparked an idea for my thesis project. Digital technology has
dramatically changed the way graphic designers approach their work.
I felt this was a subject that needed to be further explored.
I brought Ms. Greiman's book and other design journals to a meeting
with Professor R. Roger Remington in July. I presented several possible
thesis topics. Both of us agreed that the most viable topic was the
relationship of design process and digital technology. A serious study
of this topic could contribute to the field of graphic design as well as
the graphic design program at Rochester Institute of Technology.
Initial Plan
The fall quarter was spent developing a Thesis Planning Report (see
Appendix B). In this report I described the need for this research
project, through the Situation Analysis, Mission Statement and Problem
Statement. While developing my thesis plan, I was also reading
Technopoly by Neil Postman, which described our culture's surrender
to technology. Mr. Postman presented a point of view which is in
contrast with popular perception. There were many important and
interesting points that Mr. Postman made. Probably the most basic
and relevant to me was the idea of "technological modesty", which
means using the most appropriate technology for a given situation.
For me "technological
modesty"
became the balanced approach of
using digital technology within the design process.
During the Winter quarter, while doing further research and work on
this thesis study, I also created an identity system for the thesis project
(see Appendix C). The process of developing an identity for my thesis
helped to clarify and solidify the information I had gathered in the
research stage. It also helped me to visually communicate these ideas.
The system is based on a square and a circle to demonstrate the
balance of design process and digital technology. This system also
communicates stages of integration of digital technology within the
design process and vice versa. A grid was developed based on the
construction of the
"balanced"
symbol (see page 12, Appendix A).
The grid of the identity system was employed for all thesis work
that followed, including the applications for the thesis show in the
Bevier Gallery.
When I began to research the topic, I kept it broad and general
which allowed me to investigate many facets of this subject. I contacted
several graphic design professors and other professionals for assistance
in beginning my research (see Appendix D). Responses from Professor
Sharon Poggenpohl and Professor Meredith Davis suggested I develop
comparison charts to help me to identify a more specific topic from
the initial, vast subject area. As a result of these correspondences,
comparison charts and a timeline were developed to assist me in
narrowing my topic (see pages 3-5, Appendix F).
Specific Focus and Intent
Through research I discovered that many design practitioners and
design educators are concerned that students are focusing on technology
and not problem-solving processes. Simultaneously, institutions are
lagging behind in digital technology, often because they are reluctant
to change, and the faculty may not be properly trained or are intimidated
by technology. Students are often forced to learn technology on their own.
At the end of winter quarter, when I turned in my research summary,
I suggested that I wanted to focus my study on the role of digital
technology in graphic design education (see Appendix F). In support
of this suggestion, Professor Remington and I discussed the possibility
of a prototype undergraduate graphic design curriculum as the most
appropriate application for my research. I then presented this idea to
Professor Deborah Beardslee and Professor Frank Romano and, with
their agreement, proceeded to develop ideas for this curriculum. At
this point, I needed to start to research information on other existing
curriculums and curriculum development procedures.
During the break between winter and spring quarters, I read through
the materials available from a range of undergraduate programs at
Rochester Institute of Technology. Taking an overview of the programs in
The College of Imaging Arts and Science, The College of Information
Technology and the Center for Digital Media, I was able to develop a
preliminary curriculum. Following spring break, Professor Beardslee
provided access to recent college catalogs in her files in order for me
to survey the types of courses being taught, how the programs are
structured, and where emphasis is placed within each curriculum.
The basic structure of my hypothetical curriculum is based on the
undergraduate graphic design program currently in place at RIT.
Being familiar with the current plan, faculty would be able to compare
and contrast the two models and evaluate the benefits of the proposed
interdisciplinary program. In developing the curriculum I utilized the
courses and facilities available within the Institute, but also implemented
new courses which will achieve a balance between design process
and digital technology, thereby creating an interdisciplinary program.
This type of program would allow a graphic design major to study
with a professor who specializes in a related field outside of the
traditional graphic design curriculum. Possible areas of study might
include World Wide Web Design or Introduction to Scripting. The
goal of this new curriculum proposal is to achieve a balance of design
process and digital technology. It was not the intention of this project
to provide a definitive curriculum plan, but rather a tool for the faculty
to stimulate curriculum development.
The ultimate goal for students and faculty is to provide a graphic
design education relevant to a technological society, while at the same
time maintaining a commitment to excellence in design process. This
balanced approach is envisioned in the term "technological modesty".
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Jul. 7 Began reading design journals and books for topic
Jul. 26 Met with Professor Remington to discuss thesis topic
Fall Quarter
Sept. 7 Drafted Thesis proposal
Sept. 1 1 Approached Professors Beardslee and Romano
to be Associate Advisors
Sept. 1 5 Professors Beardslee and Romano agree to be advisors
Sept. 1 7 Wrote final Thesis proposal
Sept. 1 8 Thesis proposal submitted and approved
Sept. 21 Began drafting Thesis Planning Report
Oct. 5 Read Technopoly by Neil Postman
Nov. 17 Submitted final Thesis Planning Report
Nov. 20 Began locating books and articles on topic
Winter Quarter
Dec. 6 Continued research
Dec. 14 Drafted letter for bibliographic information
Dec. 16 Thesis Committee meeting
Sent e-mail to Professors Dietmar Winkler, Kevin Byrne,
and Leif Allmendinger and designers John VanDyke
and Larry Keeley
Sent letter to Professor Sharon Poggenpohl
Dec. 1 8 Sent letter to Professor Meredith Davis
Began Asset/Deficiency comparisons of design process
and digital technology
Continued research
Jan. 4 E-mail response from Professor Poggenpohl
Began Timeline of the influences on design process
and digital technology
Continued revising Asset/Deficiency comparisons
Jan. 1 0 Draft of Asset/Deficiency comparisons submitted to
advisors for feedback
Jan. 20 Received response from Professor Davis
Continued reading and research
Jan. 23 E-mail response from Leif Allmendinger with
bibliographic information.
Jan. 27 Timeline submitted to advisors for feedback
Feb. 5 Additional information and resources suggested
by advisors for Timeline
Feb. 8 Began drafting Research Report
Continued revising comparisons and timeline
Feb. 13 Interviewed Professor Ver Hague about his view of
digital technology and design process
Discussed additions to Timeline with Dr. Richard Zakia
Feb. 20 Printed Research Report at UFO Systems
Feb. 21 Final Research Report submitted to committee
Printed Style Guide at UFO Systems
Feb. 22 Final Style Guide submitted to Professor Remington
Response from Mr. Keeley with enclosed article on
the strategic palette employed at the Doblin Group
Feb. 23 Discussed current program needs with Professor Begland
Feb. 28 Began to research RIT undergraduate material
Spring Quarter
Mar. 7 Drafted curriculum, discuss setting up a meeting with
Professors Beardslee and Meader
Mar. 14 Began to research other college graphic design
curriculums
Mar. 1 5 Revised curriculum submitted to Professors Remington,
Beardslee and Meader to review before meeting
Mar. 1 9 New revised curriculum prepared for meeting
Met with Professors Remington, Beardslee and Meader
to discuss curriculum plan. Professor Beardslee gave
me an approach to curriculum development that
she had begun to develop in 1993.
Mar. 21 Continue revising Asset/Deficiency comparisons
and Timeline
Broke courses into topic areas and introduce
color coding to curriculum to indicate topics
Mar. 23 Began writing copy and designing key spreads for book
Mar. 26 Met with Professor Beardslee to discuss color coding
courses in modules to aid in linking design courses with
digital technology courses.
Prepared material for Thesis presentation
Mar. 27 Thesis Presentation for faculty and first year
graphic design graduates
Mar. 28 Began revising syllabus planner forms, provided by
Professor Remington, to work with book format
Mar. 31 Revised book and printed full size dummy books
at UFO Systems for committee
Revised hypothetical curriculum
Continued writing and designing book
Apr. 1 Began calling service bureaus for price quotes
Apr. 2 Printed full size dummy books at UFO Systems
Apr. 4 Went to Printing Prep, Buffalo, to soft test image quality
Adjusted images based of feedback at Printing Prep
Apr. 6 Brought text for spread panels to the Writing Center for
proof reading
Apr. 8 Reviewed curriculum panels and spreads with Professor
Beardslee, final revisions based on review
Apr. 9 Brought files on disk of spreads and curriculum panels to
Printing Prep for IRIS output
Continued working on book
Apr. 1 2 Picked up output at Printing Prep, Buffalo, spreads need
to be re-outputed page numbers changed during output
Apr. 13-14 Installed presentation in Bevier Gallery
Apr. 1 5 Brought body copy of the book to the Writing Center
for proof reading
Returned to Printing Prep to pick up new spreads
Replaced the bad spreads in the gallery with
the new spreads
Last revision to book
Printed book at UFO Systems
Trimmed, assembled and bound book
Placed book in gallery for Thesis Show
Thesis Show opening
Gathered materials for appendices
Drafted outline for Thesis Report
Drafted Thesis Report
Brought Thesis Report to the Writing Center for
proof reading
Submitted Thesis Report draft to committee for review
Revised Thesis Report
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The presentation for the thesis show consisted of three curriculum
panels, a guidebook for design educators and four spreads from the
book. The spreads from the book were used as information panels to
explain to the viewer the need for a new curriculum. The spreads
used for this purpose were the introduction, rationale, principles,
and realities (see Appendix H).
The Curriculum Panels
Panel 1 : Hypothetical Curriculum Plan
This panel shows the proposed plan for all four years of undergraduate
design study. The curriculum is color coded by topic to demonstrate the
focus within a given course. This color coding is used in the major,
required and recommended interdisciplinary courses (see Appendix H).
Panel 2: Curriculum Plan:
Design Process/Digital Technology
This panel demonstrates the degree of integration of design process
and digital technology within a given course. The degrees of
integration are depicted by using the appropriate symbol from
the identity system developed for this thesis (see Appendix H).
Panel 3: Hypothetical Curriculum Path
Emphasizing Interactive Media
This panel demonstrates a possible selection by a student with an
emphasis in digital media. The choices are represented through
the shaded course boxes. Required courses are shown in dark grey,
the student's choices are shown in light grey, and unselected
courses are left white (see Appendix H).
The Guidebook
A Perspective on Education
The book's purpose is to further explain the rationale for the new
curriculum. The book consists of two parts: a rationale for this
curriculum and a workbook. The first part of the book describes the
need for a new curriculum based on my research. Earlier research
is presented in the book in the form of comparisons and a timeline of
design process and digital technology milestones. New research is
also presented through a comparison of other graphic design programs
and what they emphasize. The second part of the book is intended for
professors to use as a workbook while developing new courses or
modifying existing ones to fit within the curriculum (see Appendix H).
The Guidebook Spreads
The spreads selected for display in the thesis show (introduction,
rationale, principles, and realities) were key points within the book
that explained my position in a quick overview. This approach was
chosen since people may not have the time to read through the entire
book in a gallery setting. These spreads would provide enough
information for basic understanding of the project (see Appendix H).
Feedback
Feedback
I knew from Professor Remington that he felt the plan should be a bolder,
more radical plan. Professor Mary Ann Begland, chairperson of the
Graphic Design Department, suggested that my work was well-designed,
but that some proposed ideas would be difficult to implement (i.e.
bringing the major into the first year or having both design and fine
arts professors teach foundation courses).
During my March 19th meeting with Professors Remington, Beardslee
and Meader to discuss the progress and direction of the hypothetical
curriculum, everyone seemed interested in the curriculum. They were
all very helpful in providing constructive suggestions. These suggestions
included adding design studies courses and discouraged tracks of
study within the major, such as editorial design or interactive
media design.
During the Thesis Show opening people congratulated me but did not
really comment on the curriculum. Since the opening was hectic and is
not conducive to prolonged, in-depth conversation, I was uncertain
how other people may have received my thesis project. Dr. Zakia
approached me during the thesis show to extend congratulations and
discuss the curriculum. His comments were very positive and he seemed
enthusiastic about the curriculum. In addition, Professor Steve Loar
requested that I set up a meeting with him to explain, in more detail,
the thoughts and ideas I presented in the project.
Until I had my meeting with Professor Loar, Director of the School of
Art and Design and the School for American Crafts, I felt uncertain
how faculty members may have viewed the proposed plan. Professor
Loar seemed very interested in my ideas, explaining that my thesis
was very timely, because of recent program
reviews and curriculum
discussions. The feedback from Professor Loar was generally very
positive. If he disagreed with a particular aspect of the project he
offered specific suggestions for my consideration.
During our discussion, I frequently repeated that this particular plan
was developed for the graphic design program in mind and not for
the whole college. He seemed to approve that my hypothetical
curriculum was based on the current RIT curriculum and made reference
to the current model through the names of the courses. Professor Loar
told me he felt that the proposed curriculum did show a balance of
design process and digital technology through the Recommended
Interdisciplinary Courses. The Tools and Process Series seemed to
intrigue him very much, in that it seemed to solve the problem of having
computers used in foundation courses. He feels that introducing
computers in foundation level courses gets in the way of the students
learning problem-solving methods. Introducing computer courses within
the context of the major would allow students to further develop problem-
solving skills while also learning about the technological tools.
While Director of the two schools, Professor Loar also teaches in the
foundations program. He seemed most interested in the changes
I proposed for the first year, such as not introducing computers in
foundation courses, having both design and fine art professors teaching
in foundations and introducing students to various majors in the second
quarter. He also seemed to appreciate beginning the graphic design
major in the third quarter of freshman year, after students have had a
chance to explore different majors offered within the college. Entering
the major by the end of first year could be viewed as a culmination
of first year experiences or as an introduction to graphic design.
While not immediately enrolling in a major the first year, as the craft
school does, design majors would no longer be required to wait until
the second year to begin their major. In a sense, this new approach
would be a hybrid of the two program styles within the college.
The only concern voiced by Professor Loar was that, according to my
curriculum proposal, Art and Civilization would be only one quarter
long. In addition, this course was not selected on my Hypothetical
Curriculum Path panel. The course is currently required and runs for
three quarters. To make the proposed changes may upset many
professors. I explained that the way the information was currently
presented in the RIT Undergraduate Bulletin did not show the course
as a requirement and was offered for only one quarter. This may point
to a need for more clarity in existing descriptive materials.
I feel the meeting was positive and, while it exposed me to only one
professor's opinion, it informed me of how the curriculum might be
received by some other professors. Professor Loar requested that
I present these ideas at faculty curriculum workshops in June and/or




The new curriculum I am proposing has met my initial objectives for
a balanced approach in graphic design education. It draws on the
curriculum model currently in place at RIT, which furnishes a sound
foundation in design process. It allows students to gain a comprehensive
understanding of related areas, such as world wide web design and
introduction to scripting, while providing the graphic design major
with the tools he/she requires for a successful career in graphic
design. Also, this new balanced curriculum provides the necessary
background in technical knowledge essential for the graphic designer.
I feel I have successfully achieved my goals although there has been
no official meeting with the graphic design faculty and myself to
discuss the curriculum. I have been somewhat disappointed that the
graphic design faculty members have not expressed as much interest
as I had hoped. If it has stimulated discussion among the professors
I am not aware of it. I have subsequently spoken with Professor Loar
and he told me he was already talking about my ideas with other
faculty members. Maybe I can sneak in the back door of the graphic
design department by presenting this information at faculty workshops
this summer as Professor Loar suggested.
Future Plans
Future Plans
During the last thesis meeting of winter quarter, I turned in my thesis
research summary, and proposed to Professor Remington that I
wanted to focus on digital technology and graphic design education.
We discussed creating a new methodology for graphic design
education based on the model currently in place here at RIT.
Professor Remington suggested using the current RIT graphic design
program as a model to work from, hoping that it would create
interest and stimulate faculty. He explained that this was good timing
since the curriculum has been a topic in need of discussion for a while.
At this time we discussed the possibility of presenting the curriculum
developed for my thesis to faculty and administration members.
As a result of the meeting with Professor Loar, I may have the
opportunity to present the curriculum to graphic design and other
faculty members in June and/or August 1 996.
This thesis experience may well be an influence on my future career
plans. If I were to teach design at the college level, I would be sure to
investigate the balance between design process and digital technology
that existed in the current curriculum. If these two aspects were
determined to be out-of-balance, I would be better prepared to analyze
and implement a more appropriate, balanced approach. This process
would in many ways be similar to my approach to this thesis study.
It is a responsibility I would accept as a design educator, to ensure
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The Relationship of Design Process and Technology
Considering the dramatic effect of digital technology upon the
world of design and the process by which design is created
and produced, I propose to study this relationship.
I intend to conduct an audit of graphic design processes and the
influence of technology by examining case studies. Through
analysis of diagrams and charts gathered during research, I plan
to interpret the information in a way that would be meaningful
and useful for other designers.
The final application of my thesis maybe in the form of diagrams,
charts and graphs presented in book or poster form.
B. Planning Report
Situation Analysis
Technological innovations have been documented throughout history
to usurp the older technologies. These new technologies alter peoples
behaviors. Digital technology has dramatically effected the design world
and influenced the way in which we design. This influence of technology
has changed the way designers work and think. More and more
designers are depending heavily on technology and are becoming
confused about the design process. Designers are putting a lot of faith
into the power of the present technology and if allowed, it could
undermined their confidence in their abilities and judgements. If this
happens there may be no evaluation and alternative solutions that
could be developed, through use of design process, will be overlooked.
This situation is leading to increased personal expression as opposed
to functional solutions in graphic design. The over emphasis on
technology has created an ends to an end, not a means to an end.
This is confusing to the design profession causing a proliferation of
illegible type, personal expression, and non-functional design.
Problem Statement
There is a need among the design community to study the relationship
of technology and design process. While there are benefits to using
digital technology, affordances, valances and constraints of that
technology must be considered in the design process. By studying this
relationship, I intend to provide a thorough record that may be used
by designers, students and clients. The purpose of this project is to
bring a better understanding of the design process in relation to the
changes of technology.
Mission Statement
This project will be a study of the influence of technology on design
process that will provide a set of guides for designers and students
in hopes of fostering a better balance of tools and process. These
guides of balancing of tools and process can also be used to educate
our clients, to make them aware that a technology does not equal
knowledge of design. If technology is used effectively and modestly,
within the design process, functional solutions to communication
problems will be produced.
Research Methodology
In doing this research project I will investigate various technological
factors that impact on design process. By looking at historical advances
in technology and their influence on design, I will make correlations
between past impacts and present. I intend to study these influences
on professional and student designers. Presently the influence of
technology clouds the design process, thereby encouraging illegible
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1.1.1 Write situation analysis
1.1.1.1. Determine needs
1.1.1.1.1. Needs of designers
1.1.1.1.2. Needs of students




1.1.3 Write mission statement
1 .1 .3.1 . Refine problem statement
1 .1 .4 Incorporate into master plan
1 .2 Gather Information
1 .2.1 Pertinent articles and books




1 .2.2.3 Resource people
1 .3 Submit final master plan
2. Research and Analysis




2.1.1.2.1 Images of technology
2.1.1.2.1.1 Computers
2.1 .1 .2.1 .2 People using technology
2. 1 .2 Summary of technology
2.2 Compile information on design process
2.2.1 Research design process
2.2.1.1 Gather information
2.2.1.2 Gather visuals
2.2.1.2.1 Images of process
2.2.1.2.1.1 Diagrams
2.2.1.2.1.2 Flowcharts







2.2.1 .2.1 .3.4 Proportion wheel
2.2.1.2.1.3.2 Sketches
2.2.2 Summary of design process
2.3 Identify influences of technology on design process
2.3.1 Make connections
2.3.1.1 Construct timeline
2.3.2 Use diagrams and charts
2.3.2.1 Illustrate influences of technology
2.3.3 Summary of influences of technology on process
2.4 Document
3. Synthesis
3.1 Analyze documented research
3.1.1 Review document
3.1.1.1 Sort gathered information
3.1 .2 Re-evaluate gathered information
3.2.2.1 Identify missing information
3.2 Compile visuals file for ideation
3.3.1 Collect appropriate visual materials
3.3.1.1 Photos
3.2.1 .2 Diagrams and charts
3.3 Summary of synthesis
4. Ideation
4.1 Generate preliminary solutions
4.1 .1 Determine approach
4.1 .1 .1 Rough sketches
4.1 .1 .1 .1 Key words
4.1 .1.1.2 Mind maps
4.1 .1 .1 .3 Associations
4. Ideation (cont.)










5.1 Present initial concepts to committee
5.1 .1 Revisions from committee
5.1.1.1 Feed back loop
5.1.1.1.1 Return to ideation
5.2 Arrange additional committee meetings
5.2.1 Revisions from committee
5.3 Troubleshoot production problems
5.3.1 Investigate service bureaus
5.3.1.1 Quality





5.3.1 .2.4 Media supported
5.3.1 .2.5 Format Requirements
5.4 Determine feedback format at Thesis Show
5.5 Document pre-evaluation
6. Implementation
6.1 Finalize design of project
6.1 .1 Output of project
6.1 .1 .1 Testing
6.1 .1 .2 Format to service bureaus requirements
6.1 .2 Assemble project
6.2 Thesis Show
6.2.1 Include feed back format
6.3 Write Thesis report
7. Post-Evaluation
7.1 Assimilate information from show
7.2 Select evaluation method
7.2.1 Use method to evaluate project
7.3 Write draft of report
7.3.1 Proof report
7.3.1 .1 Take proof to Writing Center
7.3.2 Submit draft to committee
7.3.2.1 Revisions of report
7.3.3 Final report
7.4 Final meeting with committee
Timeline

























2 Review database software
27 Compile technology &
design process information
17 Submit Final Plan
Classes end








3 Tech/process into database
10 Timelines/diagrams of
tech/process connections
1 8 Summarize influences
4 Winter quarter begins
1 6 Committee meeting
23 Winter break 25 Christmas



















1 New Year's Day




1 Feed back/return ideation
8 Determine feed back at Show
1 5 Investigate service bureaus
22 Summarize pre-evaluation
1 Committee meeting










1 1 Finalization of project
1 8 Testing of output
26 Output of project
27 Assembly of project
1 1 Spring quarter begins
14 Committee meeting







1 9 2nd Thesis Show
20 Organize documents
2 1 Begin draft of Thesis
26 Summarization of Thesis
Show feedback
30 Thesis draft to Committee
15-18 Installation
1 9 2nd Thesis Show
3 Passover
7 Easter
May | 6 Revise Thesis draft
1 0 Draft to Writing Center
21 Final Thesis report 23 Committee Meeting
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1820 Crittenden Road, Apt. 8
Rochester, New York 14623
January 8, 1996
Dear Susan:
I received your letter regarding your thesis and would be happy to help
if you could narrow your topic. The following questions may raise issues
you haven't yet dealt with in your definition of a problem.
What do you mean by "technology"? Is this only computers or
are you taking a more historical perspective on your study? If
not, how do you position your findings - how do you talk about
what problems are to be overcome and how the design task is
framed in relation to all other possible outcomes? Is this about
Quark and Photoshop or about any technology that brings form
to ideas?
What do you mean by "design process"? Is this a reference to
the cognitive aspects of solving a design problem or the
technical activities necessary to bring it to form? And are you
equally interested in all aspects of the process? For example,
the issues related to decisionmaking about communication
strategy could be quite different from those of form generation
and are definitely a contrast to those related to production.
To what scope or scale of design problems do you refer?
Designing on-line interaction for group use is very different in
its process from designing a poster on Quark. A systems-level
problem, with many parts and complex interactions among the
components, is a different process from designing one-of-a-kind
graphics. (Chuck Owen at ITT, for example, has written
extensively on computer assisted design for complex,
systems-
level problems but his work wouldn't be very helpful if what
you're interested in is the difference between letterpress and
digital type.)
What is your critical stance on this topic?_Are you interested in
holding the qualities of the past in digital media? or in
exploiting the full formal advantage of digital media not yet
realized? or in developing new problem solving strategies that
have little to do with formal capabilities of the machine? or in
critiquing the impact of technology on the formal vocabulary of
other
designers'
work? or pointing out the shortcomings of
software? or critiquing the level at which the machine shapes
human cognition? I think you need to talk about what kind
of relationship you're investigating or you will wind up with a
"so
what"
outcome from your study. Without this as part of
your problem definition, you have nothing to prove or critique.
I would send you a very different bibliography for each of these issues
and depending on your answer to the questions unfortunately, it's too
big a task to pull all of the possibly relevant lists together. It would
help if you revise your problem definition to be more specific. I am
enclosing a thesis proposal outline I use withmy students that may be
helpful in this activity. Let me know when you've brought this down to
a bit more manageable size.
Good luck on your topic.
Sincerely,
Meredith Davis
Professor and Department Head
Graphic Design




Greetings. I got your message but it seems to me that you need to focus the
topic more as design and technology are too big to work with. Think about
whether your concern is with: creative design processes, visualization of
alternatives, interaction with users and their ability to use the design,





Another way to help focus the topic is to perform an analysis of what has
gotten lost as new technology has changed design process and then to
speculate on whether there are new opportunities to enhance the design
process because of technology.
When you have narrowed the topic down, contact me again and I will send
some bibliographic suggestions. Meanwhile - Happy New Year and please give




Sorry to be so long in answering your query.
I don't know of anything which relates directly, but I might suggest Henry Petroski's The evolution of everyday
things as general background. Anyway, it's a fun read.
Also, you might look at distributed cognition.
A good place to start might be:
Cole, M. and Y. Engestrom. "A Cultural-Historical Approach to Distributed
Cognition."
In G. Salomon (eds.) Distributed Cognitions: Psychological and
Educational Considerations. Cambridge: Cambridge University, 1993, 1-46
Come to think of it, I'm co authoring an article on distributed knowledge and
collaboration.
While this does not match your subject exactly, there are some crossovers.
I don't want to include the article yet, because we're undergoing revisions,
but the bibliography follows:
References
Allen, N, D. Atkinson, M. Morgan, T. Moore, and C. Snow. "What Experienced
Collaborators Say About Collaborative Writing.
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Journal of Business and Technical Communication 1
(1987), 70-90
Bacon, T R. Collaboration in a Pressure
Cooker."
Bulletin of the Association
for Business Communication 53 (1990), 4-8
Bodnar, A., D. Cunningham, T Duffy, and J. D. Perry, "Theory Into Practice: How
Do We
Link?"
In T Duffy and D. Jonassen (eds.) Constructivism and the
_
Technology of Instruction. Hillsdale, NJ: Lawrence Erlbaum, 1992, 17-34
Bxdker, S. Through the Interface: A Human Activity Approach to User Interface
Design. Hillsdale, NJ: Lawrence Erlbaum, 1991.
Bosley, D. "Designing Effective Technical Communication
Teams."
Technical
Communication 38 (1991), 504-512
Brown, J., A. Collins, and P. Duguid. "Situated Cognition and the Culture of
Learning."
Educational Researcher 18 (1989), 32-42
Burnett, R. "Substantive Conflict in a Cooperative Context: A Way to Improve the




Cole, M. and Y. Engestrom. "A Cultural-Historical Approach to Distributed
Cognition."
In G. Salomon (eds.) Distributed Cognitions: Psychological and
Educational Considerations. Cambridge: Cambridge University, 1993, 1-46
Collins, A., J. S. Brown, and S. E. Newman. "Cognitive Apprenticeship: Teaching
the Craft of Reading, Writing, and Mathematics. In L. B. Resnick (ed.),
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Couture, B. and J. Rymer. "Interactive Writing on the Job: Definitions and
Implications of
"Collaboration."
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Cross, G. "The Interrelation of Genre, Context, and Process in the Collaborative
Writing of Two Corporate
Documents."
In R. Spilka (ed.) Writing in the
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Millenium. New York, HarperCollins, 1993
Debs, M. B. "Recent Research on Collaborative Writing in
Industry."
Technical Communication 38 (1991),
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Doblin, J. "A Short, Grandiose Theory of
Design."
Analysis and Intuition. STA
Design Journal. 1987. pp 6-15
Doheny-Farina, S. Rhetoric, Innovation, Technology. Cambridge, MA: MIT Press, 1992.
Duin, A. H. "Terms and Tools: A Theory and Research-Based Approach to
Collaborative
Writing."
Bulletin of the Association for Business Communication
53 (1990), 45-50
Farkas, D. "Collaborative Writing, Software Development, and the Universe of
Collaborative
Activity."
In M. Lay and W. Karis (eds.) Collaborative Writing in
Industry: Investigations in Theory and Practice. NY: Baywood, 1990, 13-30
Klatzky, R. Human Memory: Structures and Processes.. NY: WH Freeman & Company,
1980, 212-213
Lave, J. and E. Wenger. Situated Learning: Legitimate Peripheral
Participation. Cambridge: Cambridge University Press, 1991 .
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Press, 1990.
Mirel, B., S. Feinberg, and L. Allmendinger. "Strategies for Designing Manuals
for Active Styles of
Learning."
Technical Communication 38 (1991) 22-33.
. "Collaboration Between Writers and Graphic Designers in
Documentation
Projects."
Journal of Business and Technical Communication 9
(1995), 259-288
Morgan, M. "The Group Writing Task: A Schema for Collaborative Assignment
Making."
In N. R. Blyler and C. Thralls (eds.) Professional Communication: The
Social Perspective. Newbury, PA: Sage, 1993, 230-243
Norman, D. A. Things That Make us Smart. Reading: Addison Wesley, 1993.
O'Donnell, A., D. F. Danserau, T Rocklin, J. G. Lambiotte, V. I. Hythecker, and
C. O. Larson. "Cooperative Writing: Direct Effects and
Transfer."
Written
Communication 2 (1985) 307-315
Olson, J., G. Olson, M. Storrosten, and M. Carter. "How a Group-Editor Changes
the Character of a Design Meeting as well as its
Outcome."
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of the Conference on Computer Supported Cooperative Work. NY: ACM, 1991, 91-98
Reisbeck, C. K. and R. C. Schank. Inside Case-Based Reasoning. Hillsdale, NJ:
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In G. Salomon (eds.) Distributed Cognitions:




R. C. "Tractor Factories and Research in Software
Design."
Communications of the ACM 37 (May 1994), 19
Schank, R. C. and R. P. Abelson. Scripts, Plans, Goals and Understanding. An
Inquiry into Human Knowledge Structures. Yale University. Lawrence Erlbaum
Associates. Hillsdale, New Jersey. 1977
Schon, D. The Reflective Practitioner. New York: Basic Books, 1983.
Schrage, M. Shared Minds. NY: Random House, 1990.
Searle, J. "Collective Intentions and
Actions."
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Spilka, R. "Collaboration Across Multiple Organizational
Cultures."
Technical
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Trimbur, J. "Consensus and Difference in Collaborative Learning. College English
51 (1989), 602-616
Wulff, Wendy. "Designing Collaborative User Interfaces: Lessons From
Writer/Graphic Designer
Interaction."
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(The Boedker book may be especially interesting).
Also, I met an Iowa State Student last October at the ACD conference.
He was doing his thesis on a quite similar topic.
It might be worth your while to collaborate:
Kelly Popp
Iowa State University
158 College of Design
Ames IA 50011
(515) 294-5384 (515) 294-5098






1820 Crittenden Road, Apt. 8
Rochester, New York 14623
Dear Ms. Wieters:
Thank you for your interest in Doblin Group.
I have enclosed a copy of an article from the journal Communication
Arts in which Larry Keeley introduces the Strategic Palette, a strategy
framework developed by Doblin Group and used widely in our work.



















How would you describe your view of design process and
digital technology?
In what ways do you encourage your students to work?
Do you feel there has been anything lost in design process with
new developments in technology?
Do you feel there are new opportunities to enhance design process
through new technology
Thoughts on Design and Technology Jim Ver Hague
T
As a designer and design educator, it is nearly impossible for me to imagine digital
technology not being wholly integrated into and inseparable from the design process.
I am concerned that design education, in general, has not kept up with the changes
that have been occurring. I am reminded that the next freshmen class will graduate in
the 21st century.
It seems to me that design education has only begrudgingly begun to accept digital
technology as an extension of the hand in terms of output. It hasn't even yet begun to
think of the technology in its much more profound role as an extension of the mind.
Design education today strikes me as being much like classical Newtonian physics. It
has ignored the equivalent of contemporary large scale relativistic physics on one end
of the scale and subatomic quantum physics on the other end.
There are, of course, many ways to look at the design
process. The semiotic model of intersecting syntactic,
semantic, and pragmatic components is a good one edu
cationally. The three circles are usually drawn in equal
sizes and equal distances apart to suggest a balance
between the three components.
This balance is an important one to try to maintain
and probably few would argue that. Yet, from my
perspective, it often seems that we do not pay near
ly enough attention to the role of digital technology
and we end up with a curriculum that looks more like
the second figure. Others might argue that the balance is
already aciheved and that my own views would result
in the
skewed proportions of the second figure.
In any event, in my opinion we can and should integrate
digital technology wholly into our curriculum. ..not only
the use of digital output which should be a given at this
point but more importantly integrate it into the concepts
we teach and show how it relates to all aspects of the
design process.
Let's look at the syntactic component.
This is the area
We teach our students something about line intervals yet we tell them nothing about
what kind of interval capabilities are built into software such as Illustrator or
FreeHand. We do not show them how to create arithmetic, geometric, and other kinds
of interval sequences.
We teach our students something about curve studies yet we tell them nothing about
Bezier curves, how to best draw them, how to refine them.
X
We teach our students about letterforms and typography, yet where do we discuss funda
mental difference between vector type and raster type, when to use one over the other,
how and when to use anti-aliased type (or even what it is). Where do we systematically
teach our students about type in motion or three-dimensional typography.
More generally, at what level do we teach our students about raster and vector graphics.
We teach our students something about page layout but often refrain from dealing with
specifics about particular software packages that would enable students to really refine
their work. Typographic concerns such as kerning, tracking, and letterspacing can be
approached in a very natural way both conceptually and pragmatically through various
software packages but in most cases we fail to make the connection.
While we teach page design, usually in a vertical format for print media, how often do we
teach screen design in a horizontal format for interactive media. Where do we discuss
type sizes, weights, readability, in this context.
Digital technology has perhaps done away with some of the need for traditional hand
skills. In some ways it is regrettable, and in some ways it is irrelevant. There are plenty of
people who are more than happy to address the aspects of the regrettable loss of tradi
tional hand skills and so I won't dwell on it. I do think that a new set of hand skills are
required but that, too, holds little interest for me. In my opinion, in terms of the design
process, teaching drawing is not an end in itself but a means to an end. The really impor
tant thing to teach is how to see, not how to draw.
But if draw we must, then why not teach students to draw using contemporary tools. It
has been my experience that there are people who have the requisite visual organization
al skills to be excellent designers who do not possess the traditional hand skills but are
able to perform perfectly well with electronic tools. For the record, I do think learning how
to see is critical and the first assignment that I have given my students for at least the
past ten years has been a drawing assignment.
Let's look at the semantic component.
Most of design education has retreated into the relative safety of the semantic compo
nent.
Let's face it. Many design faculty are threatened by digital technology. For the most part,
they didn't ask for it, they don't want it, they don't understand it, and many just
plain fear
it. All of this is perfectly normal and understandable. I think it's called human nature.
On the other hand if a design curriculum today looks substantially the same as it did ten
or twenty years ago, then the faculty have not recognized that something is fundamental
ly different. If a faculty is so paralyzed by fear that they have refused to adapt to a chang
ing world they are remiss in my opinion. In terms of curriculum, it is no longer a question
of personal preference but of professional responsibility.
Fortunately, we have the haven of the semantic component to fall back on. We can place
our eggs in this basket and concern ourselves with concept, message meaning, target
audience, communication of subject matter, and the like.
This is a very important part of the design process, perhaps some might argue that it is
even the most important part. I have no reason to disagree. At the same time, it is a safe
and convenient place to put our emphasis if we really do not want to deal with digital
technology. If we are careful and stick strictly to print media we can possibly keep the
technological hounds away.
However, if we make the leap to interactive multimedia we have to take digital technology
into account as part of the semantic component. For example, there is no way in which
we can define a target audience without taking into consideration the degree of computer
experience, knowledge of various platforms, and experience with multimedia. Similarly,
there is no way to properly define the message content without considering what the
deliverable end product will be (disk, CD-ROM, etc.) and/or machine configurations that
the end product will be viewed on.
\ I do not know of a single designer who works in a lab. Yet we are making the educational
situation worse by sending our students off to
"labs"
instead of working in digital studios.
Faculty often complain that there are not enough computers to do what they would like to
do. Equipment will continue to be a problem at least in the short term as design as
moved from needing very little equipment to being very equipment intensive. However, I
would rather run a class with one computer and have it integrated into a studio environ
ment than to have twenty computers in a lab somewhere where there is no faculty pres
ence.
Let's look at the pragmatic component.
For years designers complained about how they lost control of their work at the prepress
stage. Digital technology has now put prepress operations in the hands of designers and
we need to talk about such issues as resolution, digital halftones, color correcting, etc.
Topics such as storage devices, differences between dpi, ppi, Ipi, when to use file formats
such as EPS, TIFF, PICT, JPEG, etc. (not to mention defining what they are), maximizing
CD-ROM performance are all part of the life of most designers and need to be addressed.
Joan Hantz is a perfect example of how the design profession has changed in the last
decade. Joan was trained classically and had neither the desire nor the inclination to work
digitally. Circumstances (i.e. clients) were responsible for her initial entry into computers
and desktop publishing. This year her "Seasons
Greetings"
card was done as interactive
multimedia on a floppy disk. She has adapted to changing times. She has learned new
ways of working, new vocabulary, new methods of delivery of information.
F. Research Summary
Statement of Purpose
The rate at which information can travel has drastically changed. In
the not so distant past, information could only move as fast as the
horseman could ride. Today information can travel 'in the blink of
an
eye'
and its still not fast enough.
Digital technology has affected society as a whole, sending more and
more information faster and faster, changing the way many people
receive and use information. The computer has become integrated
into the work process. Now, almost any type of project, in one form
or another, are handled through the use of a computer. Not only
do we work with computers, but we now communicate through them
to other people. Digital technology has changed the way people
perceive distance, making your physical location unimportant. These
types of advances in digital technology have made an impact on the
field of graphic design as well.
Digital technology has influenced the way designers work and think.
Graphic designers still communicate information, however, some of
the ways in which we do so have changed. Whether we communicate
through traditional print or newer digital mediums, it is now more
important than ever to be able to communicate information clearly
and concisely. The amount of information people receive on a daily,
if not hourly basis is overwhelming.
Designers'
training in design
processes develops critical thinking abilities that assist them in using
digital mediums to communicate effectively. It is in this manner that
designers can contribute to their field and society. The designer's
ability to identify problems, organize and prioritize information,
enables the end user to quickly access and comprehend
information
without losing its importance.
Research Inventory
While researching the relationship of design process and digital
technology, I have compiled information in various forms to help gain
a clearer understanding of the project's scope. This information can
be placed within specific categories.
Contacts
advice sought from professionals specializing in the design









Use of Design Process
Assets Deficiencies
User: In General communicate visually/verbally
concern for end user/human factors
best ideas survive
problem solving activity
flexibility in thinking levels, mental operations, and
vehicles of thought
ambidextrous thinking
structure develops discipline for gaining intimate
knowledge
able to connect and relate diverse elements
lack of evaluation creates poor communication
assume needs of user
long thought process not fool proof
constant use of certain tools creates mediocrity
rigid structure imposes itself on knowledge
Designer
function promote accountability and responsibility
able to choose best technology for project
able to see new vantage points
see limitations as creative challenge
what view to support
confined by limitations, not able to see past them
message
making
develop intellectual skills and decision making
variety of solutions not stuck with only one
employ intuitive process
employ systematic process
carried away by complexities; obscuring focus
lose sight of objectives




use structure for guidance
freedom of expression result of agility with principles
becomes too rigid
no longer communicates effectively
Educator
practicing teach traditional skills as intellectual problem solving
activity, study of cognition
teach knowledge, skill and judgement
educate thinkers not producers
time consuming process
feel forced to focus on technology
four years is not enough time to teach materials
function encourage visual thinking (seeing, imagining,
and drawing)
encourage primary and secondary creativeness
encourage risk taking and making mistakes
block from full functioning using one or the other
Student
learning physicality important function in thinking process
(perception and cognition)
learn own decision making process
learn skills, judgement and knowledge by experience
learn to employ systematic and intuitive processes
lost through early employment of computer
lengthy process of visualization to implementation
difficult to learn using easily reversible technology
risk of too much structure or chaos
practicing use grid for strucfural base
knowledge leads to discovery and connections
confuse simple with dull and complex with exciting
better chance of solution if interested in problem
Client
become more competitive in market
extends the life of innovations




life process use to make personal decisions
user will find concept desirable





user navigates and controls
hypertext - alternative paths vs. linear
participate and add to wealth of information
easy to change/dynamic growing
document portability
immediacy
search and retrieval capability
inflated faith in machines
whole new ball game
lack of control of information
not fixed information
incompatibility with other platforms
rapidly changing
Designer
outcome allows increased collaboration
changing roles becoming a leader
acquisition of new skills
cost effective in-house
increase creative productivity
too complex for one person
relinquish complete control
loss of manual processes
expensive start up
functionality use for information gathering
concepts can be manipulated and tested
repurposing of application
incompatibility across platforms
large file sizes need compression
not traditionally trained in sequencing and narrative
loss of confidence in judgement and subjectivity
Educator
research opportunity for faculty development/improvement institutions resistant to change
outdated technology
teaching teach design principles to be applied to
digital technology
teach through simulation of process
not traditionally trained in sequencing and narrative
loss of human interaction
service encourage coherent studies relations between
disciplines
can become off balance over emphasis on
technology
Student
learning learn to use technology appropriately
learn new technologies
loss of manual processes
using outdated technology
evaluating easy to reverse and make changes
requires physical and intellectual participation
provides quick feedback
difficult to learn own decision making process
inflated faith in machines
Client
cost effective in-house








quick access of information
offers full range of sensory input and response
end users print what they want
requires funds and facilities to access
technical innovation equals human progress

















Computer Use in Support
The following are advantages of using computer graphic systems in
the early stages of design as described by Kristina Hooper in her
essay Changing Pictures/Changing Minds.
Manipulating and changing the three representations problem solving
can be enhanced.
Use of the system enables the designer to make an idea explicit.
Once specified explicitly and systematically, standard manipulations
can be accomplished quickly, rapid changes transformations in
the design enable the designers to encounter specific difficulties
with a particular design solution early and make appropriate
changes.
Enable designer to consider range of possibilities which would be
to cumbersome in a non-computer assisted context.
Frees designer 's mental capabilities-as each piece of design is
specified full attention can be directed to other aspects of
the design.
Any level of detail can be considered.
In Information, Computers and Design an essay by Patrick Whitney
describes how computers can support all divisions of design process.
Defining the problem (analysis) computers programs allow one to list
attributes into new relationships that lead to new insights about
the problem.
Research (analysis) gather information through data banks
data capture (monitor environment or monitor physiological)
organize into structures related to the problem
Develop Alternative Ideas (synthesis) rapidly make, view, modify
and renew images-alters process to combine the versatility of
drawing with the speed of collage.
Forming the Solutions (synthesis) produce working drawings,
floorplans, typeset text, layouts and enhanced photographs
Production (synthesis) potential to eliminate good deal of middle area
between design and production, by using same databases used
in design development to numerically control manufacturing.
Evaluation (analysis) gather data and organize into hierarchy relevant
not only to design solutions but
also the entire design field.
Computer Use in Support
Because thoughts and sketches can be stored on any project at any
point in the design process it becomes useful for documentation.The
following is a listing of how Kristina Hooper describes in Changing
Pictures/Changing Minds this documentation capability of computers.
can be reviewed later in process to make explicitly the reasons for
particular decisions
review progress of problem solving
ability to put aside parts of projects to be referred to later without
forgetting relationships between particular sets of ideas and
their bearing on the problem.
system can act as an assistant, providing the designer with extensions
of their abilities and assets to a range of materials relevant to
design. Effectively enhance the changing of pictures in the early
stages of design to change the designers mind.
Jay Doblin
collect and store vast amounts of information in a small space
possibility of instant access to stored information
information processed anywhere with the right software
transmission of information to, or from, any part of the world instantly
display information as copy, lists, charts, and other forms
Summary
As I began my research I contacted several professors whose work
shares common ground with my thesis. Professor Sharon Poggenpohl's
response suggested I narrow my topic down
- what is my main
concern? She suggested an analysis to determine what has gotten
lost as new technology has changed design process and then speculate
if there are opportunities to enhance design process because of
technology. This suggestion came following the first committee meeting,
Professor Deborah Beardslee had previously suggested a similar
analysis to focus my thinking. I had already begun a comparison
of design process and digital technology when I received Professor
Poggenpohl's response. In response to Professor Poggenpohl remarks
a timeline was developed. This timeline was created to make visible
correlations between the developments of design process and digital
technology.
Professor Meredith Davis also responded to my inquiries. Professor
Davis suggested that I narrow my topic to avoid a "so
what"
outcome.
Many of the questions she raised were similar to those from Professor
Poggenpohl. She encouraged me to find my critical stance for
this thesis project. This is what I will be trying to do throughout this
research summary.
What follows here are my thoughts in regard to information gathered
working on the comparison charts and
timeline. When appropriate
I have included opinions of professionals either in support of, or
contradictory to my findings.
Don Koberg and Jim Bagnall, authors of the Universal Traveler, say
there are three basic strengths a creative problem solver needs to
possess. These strengths are awareness, passion, and self
control. Graphic designers are visual problem solvers. By researching
and organizing information they create functional
communications
both visually and verbally. They have a constant curiosity and a
need
to improve upon things once a problem has been identified. Designers
employ the use of design
processes in an attempt to find the best
appropriate solution for the specific problem at hand. Many designers
have written about design processes and most encourage the use of a
systematic process in combination with intuitive process.
Often the designers are speaking about the same methods but using
different names. For example, Koberg and Bagnall describe awareness
as involving bimodal brain function, the ability to alternate between
sensing and knowing what is sensed. Robert McKim, author of
Experience in Visual Thinking, uses the term ambidextrous thinking
which has the same meaning as Koberg and Bagnall. Through rigorous
intellectual processes the best ideas survive to communicate information
to its audience. Designers also work with human factors, showing
concern for the end user. It is a holistic approach - looking at both
the macro and micro views of the problem.
Curiosity and a need to improve are two traits that make a
designer organize, define structure, and devise methodology in order
to solve a problem. Through feedback and evaluation of the design
process, the designer is able to improve upon their own work.
At a time with many rapid technological changes, it is often difficult
to keep up. Designers need to rely more on design processes
to ensure that technology does not inappropriately influence their
work. Use of the design process promotes accountability and
responsibility for designers, clients and end users.
Currently, institutions seem to have the growing student populations
and decreasing full time faculty numbers to educate new designers.
Educators often feel forced to focus on new technologies, making it
hard to balance the content of a course. They want to educate students
to become thinkers not producers, by focusing on knowledge, skill,
and judgement. But many students formulate their ideas quickly and
employ the use of computers to produce quick results.
Educators have
their work cut out for themselves, McKim feels that the education system
that emphasizes the 3R's (reading, writing and arithmetic)
atrophies visual thinking abilities. All children draw but after
the first primary years of education it is the 3R's that take precedence.
Many educators feel that learning takes place in the traditional skills
of design processes. Through the physical and manual work, students
learn problem solving by experiencing them in intellectual
activities. McKim puts forth his view that three kinds of visual imagery
are necessary for visual thinking; seeing, imagining, and drawing.
These three work in a cycle until the problem is resolved. Today,
educators struggle to balance the content of their design curriculum
with technology. Many now feel four years of education is not
enough time for students to learn all the necessary skills to acquire.
It is especially important that students learn design process and
traditional skills. It has become known in the last 3-5 years that solving
a design problem and working on the computer have become one
and the same for many students. Students often do not see the difference
and may not develop intellectual skills that are learned through design
processes. The ability to easily change decisions on the
computer undermine the students ability to learn their
own decision making process. In Kenneth Hiebert's view of the
computer tends to be colored by what the programs allow one to do
as opposed to what is appropriate to do in a given problem solving
situation. In this way, students are often lead in inappropriate
directions. In an environment encouraging traditional skills, students
become more aware of their process through the lengthy dialogue
of visualization and implementation. McKim explains that skills can
only be learned through active and informed
experience. Hiebert also
agrees by saying that real learning is not a spectator sport.
It is through the physical interaction of the materials that is an
important part of the development of perception and cognition.
Patrick Whitney feels that when clients hire designers who employ
strategic design methods they become more competitive within
their market. Design planning extends the life of the product or service
in the public domain and makes it difficult for competitors to duplicate.
These methods also reduce costs by extending the life of products or
services. Constant updating is not necessary to
compete in the market.
Digital technology allows the user to control and navigate
their
experience. This experience tends to be multi-sensory and is
time-independent, letting the user view at their convenience. With
this technology, there is a sense of immediacy, it responds to users
selections and gives quick feedback. An aspect of this type of
response is hyper-text, which presents the user with alternative
pathways of information. The experience can be as in depth
as the user chooses. A presentation of this sort can make
difficult information easier to grasp.
There is an added convenience to digital technology and that is its
ability to repurpose information. The same information can be
reused at a later date, either in its original form or in a different
application. The information is dynamic and constantly growing,
and can be easily changed.
While there are many benefits to digital technology there are also
deficiencies. This technology is rapidly changing, causing lack
of standards. Some standards that are lacking are incompatibility
across platforms, image formats, and application dependent files.
Often these files are very large and need compression in order to be
distributed. These technologies create more information, while the
information contained within is not fixed allowing users to add to the
documents. There is a lack of control of the information being created
by these technologies.
Aaron Marcus points out that there are many new opportunities
for the graphic designer within the digital realm. He feels there
is a need for designers to become involved in these mediums by
advising those in computer science to ensure that their thought
processes and approaches to problem solving are built into the systems,
to redesign computer interface, and create manuals of
standards for people in positions of making design decisions but
do not possess the design background. The role of the designer is
dramatically changing within this new technology. Designers are
becoming leaders of collaborative efforts. In doing this, they must
relinquish total control of a project that they once had, and delegate
responsibilities. This technology is too complex for any one person to
work in alone. Design solutions are now interdisciplinary, it must
be possible to communicate with people from different fields.
Communication will be enabled through the computer in its ability to
diagram complex systems so people can understand. The computer
technologies available support the design process, an
example of this type of support programs are those that allow rapid
explorations of ideas by rapidly making, viewing, modifying and
reviewing images, this ability combines the versatility of drawing with
speed of collage, as Patrick Whitney sees one of the advantages of
this type of support. In using these new technologies the designer
acquires new skills such as, sequencing and narration, but may also
lose traditional manual skills.
For educators this is an opportunity to develop new skills and/or
improve old ones. This is often difficult when the institutions they teach
at are resistant to change and are using outdated technology. In 1981
Aaron Marcus pointed out his concern for the slow progress of
small design studios and schools to work with new media
and technologies. This is still true today. Educators are teaching
students design principles and processes to be applied to digital
technology. They are also teaching sequencing and narration, though
they may not be traditionally trained in these areas themselves.
Educators can teach students by using simulation, similar to one
on one teacher student relationship but losing human interaction.
For students, digital technology is exciting and seductive. It requires
physical and intellectual participation upon the part of the student.
While they learn new software, often they spend
large amounts
of credit hours learning applications as opposed to
traditional design methods. Some educators feel that the
integration of the computer into a studio environment would allow
students and teachers to interact with each other while searching
and solving design problems using
the computer. By sending students
to a computer lab it is creating an artificial situation
and the teacher
student interaction is lost.
Digital technology allows students to easily reverse their decisions,
possibly giving them an inflated faith in the machine. Dawn Barrett
claims that these easily reversed decisions make it difficult
for students to learn their own decision making patterns.
On the other hand, Kristina Hooper claims that working
with the computer in the early stages of design process
can enhance the process. The computer attempts to keep up with
a designers thought processes and show them in a detailed manipulate
visual display. It has to be kept in mind that there are three types of
representations while working with the computer; representation of the
computer display, machine representation, and the designer's mental
representation. All three of these representations work together in a
cycle, first the designers mental representation is articulated through
the visual display, then machine representation in response to the
display. The display influences the designer to make alterations. For
the professional designer and educator this might not be a problem,
but for a student just learning the design process. The use of a
computer may confuse the students learning of the design process.
Digital technologies are cost effective for the client as well as the
designer. While there is an expensive start up cost, it is evened
out by in house work. Information can be repurposed into
other applications, and end users can print what they want
reducing the clients need for large printing costs.
While the technologies are becoming easier to learn, for
the public it still requires funds and facilities to use them.
The quick access to information may lead people to believe that
technological innovations equal human progress. These technologies
are time-independent, allowing the user to come back again and
again. Users can print only what they need which is another
benefit, because if there is too much information, it becomes
meaningless. Now that these technologies are becoming easier to
learn more people are publishing than ever before, contributing to
the explosion of information. In essence, the user is becoming a
designer. New technologies are transferring the ability to deign to
the public realm. Aaron Marcus claims that the designer will not
only develop the final object but also the processes, which
others can then apply for their own uses.
Developing the timeline of design process and digital technology
helped me to make correlations between the two. While both seemed
to advance independently for a long period, it was not until 1 984
that digital technology made its biggest impact on the design
community, and even then with seemingly great resistance.
Developments in digital technology made significant changes within
the fields of science and research, one advancement contributing to
the next. It was not until 1984, when the Macintosh computer was
introduced, that personal computers were affordable for the average
person. The design field was growing at the same time developing
and clarifying the design process. It seemed as if the design profession
was becoming secure in its position in society up until this time.
With the introduction of the Macintosh, designers needed to figure
out a way to incorporate this new technology into their work. Since
the introduction of digital technology in the design field there has
been numerous advances within a short period of time, causing the
designer to constantly try to figure out how to fit it into their design
process. It has been only in the last few years that designers are
again speaking of design process and including the new digital
technologies within their discussions.
Conclusion
In writing the research summary, a few points have become clearer
to me since beginning this project. Mostly these points are in the area
of education. The professional designer has made the transition, by
choice or force, from completely print application to incorporating
interactive mediums to their accomplishments. The professional
designer has made that leap with the knowledge of design process
that can be applied to any medium or field.
The educational establishments seem to be lagging behind and have
yet to make that leap into the digital realm. There are many reasons
for that, the institution itself is reluctant to change, the faculty may not
have the necessary training themselves, and intimidation by the digital
technology seem to be the most prominent causes for this behind the
times approach. It is the responsibility of the institutions and educators
to prepare their students for a digital world. Future students will be
entering a design field that uses and demands both print and digital
mediums, forcing the students to be educated in both mediums. It is
important for student to be able to create for both types of mediums,
while the major growth areas are the digital technologies, such as
CD-ROMs and web sites.
No matter what medium we design, the process is the key to effective
communication.
At this point, I feel the focus of my thesis should be design education.
I will target educators to recommend a new design methodology for
design education. I would suggest a hypothetical curriculum that will
encourage integrating digital technologies within the major.
I anticipate the application taking the form of books, posters and
promotional material communicating this
hypothetical curriculum




A Perspective for Education
Susan Wieters
Original Mission Statement
This project will be a study of the influence of technology on
design process that will provide a set of guides for designers
and students in hopes of fostering a better balance of digital
technology and process. These guides of balancing of tools
and process can also be used to educate our clients, to make
them aware that a technology does not equal knowledge of
design. If technology is used effectively and modestly, within
the design process, functional solutions to communication



















The professional designer has made the transition, by choice
or force, from completely print application to incorporating
interactive mediums to their accomplishments.
The educational establishments seem to be lagging behind
and have yet to make that leap into the digital realm. It is the
responsibility of the institutions and educators to prepare their
students for a digital world. Future students will be entering a
design field that uses and demands both print and digital
mediums, forcing the students to be educated in both mediums.
It is important for student to be able to create for both types of
mediums. No matter what medium we design for, the process
is the key to effective communication.
At this point, I feel the focus of my thesis should be design
education. I will target educators to recommend a new
design methodology for design education. I would suggest
a hypothetical curriculum that will encourage integrating
digital technologies with the major.
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a perspective for education
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technology which uses a binary
system to replicate information
using primarily on-off signals,
transmitted electronically or through
fiber optics. Can represent numbers,







Changes. The rate at which information can travel
has drastically changed. In the not so distant past,
information could only move as fast as the
horseman
could ride. Today information can travel 'in the blink
of an
eye'
and it's still not fast enough.
Digital technology has affected society as a whole,
sending more and more
information faster and faster,
and changing the ways many
people receive and use
information. The computer has become an integral
part of the work process. Now, almost any type of
project, at one stage or another, is handled through
the use of a computer. In addition to working directly
with computers, we also now communicate
through
them to other people. Digital technology has changed
the way people perceive distance, making physical
location unimportant. These changes have also impacted
the field of graphic design in a number of ways.
S
A Need for Design. Digital technology has influenced
the way designers work
and think. Graphic designers
still communicate information. However, some of the
ways in which we do have changed. Whether we
communicate through traditional print or newer digital
mediums, it is now more important than ever to be
able to communicate information clearly and concisely.
The amount of information people receive on a daily,
if not hourly, basis is overwhelming. A designer's
training in design processes develops critical thinking
abilities that assist him/her in using digital mediums
to communicate effectively. It is in this manner that
designers can contribute to the discipline of graphic
design and society at large. The designer's ability
to identify problems and to organize and prioritize
information enables the end user to quickly access
and comprehend information.
Designers have begun to make the transition, in using
digital technology either by choice or force. They
are now incorporating interactive mediums in their
professional work and not focusing only on traditional
print applications. The professional designer has made
that leap with his/her knowledge of design process that
can be applied to any medium.
Change for Design Education. Educational
establishments seem to be lagging behind and have
yet to make this leap into the digital realm. There are
many reasons this may occur the institution itself may
be reluctant to change, the faculty may not have the
necessary training, or may be intimidated by digital
technology. It is the responsibility of the institutions and
their educators to prepare students for a digital world.
Future students will be entering a design field that uses
and demands knowledge of both print and digital
mediums, forcing the students to be educated in both.
It is important for students to be able to create using a
range of mediums including newer, emerging ones
such as CD-ROMs and web sites.
No matter what medium we design for, the process is
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This comparison was developed to illustrate the potential
assets and deficiencies of the design process. Even within
the design process a balance is needed to allow both
intuitive and systematic approached to work together
to create effective visual communications.
User:
Assets Deficiencies
In General communicate visually/verbally lack of evaluation creates poor communication
concern for end user/human factors assume needs of user
best ideas survive long thought process not fool proof
problem solving activity
flexibility in thinking levels, mental operations,
and vehicles of thought
constant use of certain tools creates mediocrity
ambidextrous thinking
structure develops discipline for gaining intimate rigid structure imposes itself on knowledge
knowledge
able to connect and relate diverse elements
Designer
functionality promote accountability and responsibility
able to choose best technology for project
able to see new vantage points what view to support
see limitations as creative challenge confined by limitations^ not able to see past them
message
making
develop intellectual skills and decision making
employ intuitive process lose sight of objectives
carried away by complexities; obscuring focusemploy systematic process




use structure for guidance
freedom of expression result of agility with principles
becomes too rigid
no longer communicates effectively
E
use of design process
Assets
User: Educator
teaching teach traditional skills as intellectual problem solving
activity, study of cognition
teach knowledge, skill and judgement
educate thinkers not producers
encourage visual thinking (seeing, imagining;
time consuming process
feel forced to focus on technology
four years is not enough time to teach materials
service
and drawing)
encourage primary and secondary creativeness
encourage risk taking and making mistakes
block from full functioning using one or the other
Student
learning physicality important function in thinking process
(perception and cognition)
learn own decision making process
learn skills, judgement and knowledge by experience
learn to employ systematic and intuitive processes
lost through early employment of computer
lengthy process of visualization to implementation
difficult to learn using easily reversible technology
risk of too much structure or chaos
practicing use grid for structural base .
knowledge leads to discovery and connections
confuse simple with dull and complex with exciting
better chance of solution if interested in problem
Client
become more competitive in market
extends the life of innovations




life process use to make personal decisions
user will find concept desirable
m
This comparison was developed to illustrate the potential
assets and deficiencies of digital technology. These
complex technologies require careful consideration






user navigates and controls inflated faith in machines
hypertext - alternative paths vs. linear
participate and add to wealth of information
whole new ball game
lack of control or information
easy to change/dynamic growing
not fixed information
document portability incompatibility with other platforms
immediacy
search and retrieval capability
rapidly changing
Designer
outcome allows increased collaboration too complex for one person
changing roles becoming a leader relinquish complete control
acquisition of new skills loss of manual processes
cost effective in-house expensive start up
increase creative productivity
functionality use for information gathering incompatibility across platforms
concepts can be manipulated and tested large file sizes need compression
repurposing of application
not traditionally trained in sequencing and narrative
loss of confidence in judgement and subjectivity
EE3
User:




opportunity for faculty development/improvement institutions resistant to change
outdated technology
reaching teach design principles to be applied to
digital technology
teach through simulation of process
not traditionally trained in sequencing and narrative
loss of hurngn interaction
service encourage coherent studies relations between
disciplines
can become off balance over emphasis on
technology
Student
learning learn to use technology appropriately
.lep.rn.n.e.w.te.cb.ncJ.cgi.e.s
loss of manual processes
evaluating easy to reverse and make changes
requires physical and intellectual participation
provides quick feedback
difficult to learn own decision making process
inflated faith in machines
Client
cost effective in-house








quick access of information
offers full range of sensory input and response
end users print what they wont
requires funds and facilities to access
technical innovation equals human progress
inflated faith in machines
IB
This subjective comparison of designers illustrates their
use of design process and its end results, using a
systematic or intuitive approach and those who strive
to find a balance between the two methods.
m
intuitive having to do with intuition
having, or perceiving by intuition
that is or can be perceived by intuition
intuition the direct knowing or meaning of something
without the conscious use of reasoning; immediate
apprehension or understanding
something known or learned in this way
the ability to perceive or know things with out
conscious reasoning
systematic forming or constituting a system
based on or involving a system
made or arranged according to a system, method or
a plan; regular; orderly
characterized by the use of method or orderly
planning; methodical
system a set or arrangement of things so related or
connected as to form a unity or organic whole
a set of facts, principle rules, etc. classified or
arranged in regular, orderly form so as to show
logical plan linking the various items
a method or plan of classification or arrangement
an established way of doing something;
method; procedure
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This diagram of the present curriculum shows courses
currently required for a graphic design major. In the
fourth year the student is able to select within in the
major that they wish to pursue
There are restrictions on the elective and art history
courses the student is required to take.
The elective classes that may be taken are as follows:
Graphic Design 2010-411, 412, 413
Illustration electives 2019-411,412,413
Graphic Visualization 2035-320
Industrial Design Elective . . .2035-41 1, 412, 413
Color 2021-320
Painting Elective 20121-411,412, 413
Printmaking Elective 2022-411, 412, 413
Drawing II 2021-450
Sculpture 2021-411, 412,413
Ceramics Elective 2040-251, 252, 253
Glass Elective 2041-251,252, 253
Metalcrafts 2042-251, 252, 253
Textiles Elective 2043-251, 252, 253
Woodworking Elective . . . .2044-251, 252, 253
Intro, to Filmmaking 2065-243, 244
Still Photography I, II, III . . .2060-257, 258, 259
Typographical Composition .2081-202, 203
E
The student must select two of six required art history
courses from the following list:
History of Design 2039-300
History of Crafts 2039-310
History of Art Criticism 2039-320
Philosophy in Art 2039-330
Symbols and Symbolmaking . .2039-340
Asian Art 2039-350
18th and 19th Century Art . . .2039-360
20th Century Art 2039-370
Native American Art 2039-390
American Art 2039-420
Dada and Surrealism 2039-430
Conceptual Art 2039-440
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This diagram is an attempt to reflect what other
institutions offering a graphic design major emphasize
in their catalogs and promotional material sent to
prospective students. This investigation of programs
was both undergraduate and graduate levels
Art Center College of Design
Carnegie Mellon University
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Impact on Education. Our world has been
rapidly-
changing. Digital technologies have made information
accessible at a faster pace. It's ability to offer specific
information to more specialized audiences has changed
how we receive information. Graphic designers have
had to understand these new technologies in order to
make use of them as tools. However, we can no longer
think of the computer as just a tool. These technologies
have changed our lives and have also had a profound
impact on the education of graphic design. This impact
of digital technology calls for a need to reconfigure the
existing graphic design curriculum. Tine hypothetical
curriculum, on page 25, is a starting point in restructuring
the graphic design program.
Maintaining Balance. As new tools and technologies
are incorporated into a curriculum, it is important to
maintain a balance and recognize the importance of
traditional skills and methods. Often as these mediums
are adopted, curriculums hove become unbalanced by
faculty or students focusing more on the tools and less on
design processes. It seems that many of the traditional
skills which encourage a student to develop his/her
creative processes have been forgotten. It is with these
ideas in mind that I propose a shift in our attention
back to o strong foundation in the principles of design,
while introducing new technologies to serve thematic
needs of the courses. By helping students gain a
strong working knowledge of the design processes
and technology, I believe that they will be able to
communicate effectively whether it is in a print or
interactive medium.
Objectives of the Program. The primary objective
of most undergraduate graphic design programs is to
encourage students to learn essential design processes
and to develop their critical thinking abilities. The goal
of the hypothetical curriculum is the same, and aims to
accomplish it in the following ways. Beginning in first
year foundation courses students will be jointly taught
by both fine arts and design professors to be exposed
to several modes of thought. By entering the major in the
gjj
third quarter of the freshmen year the graphic design
student will begin to establish an. understanding of
the principles of graphic design. In the third quarter
of the first year, design students will be introduced to
the essential software that designers utilize.
Sophomore and junior years in the graphic design
major are highly structured and analytical. Students will
demonstrate their understanding of design principles
by solving predetermined assignments. Senior year is
a culmination of the students knowledge and effort.
Through predetermined and self-initiated projects stu
dents will demonstrate a synthesis of what they have
learned. During the junior and senior years students
will attend seminars and workshops that will provide
the intellectual foundation for their work. Design studies
will also be emphasized to provide students with an
understanding of the past, as well as present context




During their four years of study, students will be required
to take interdisciplinary courses, such as interactive
media, film and video, and photography. These courses
will take place in interdisciplinary settings allowing
professors to share their passions for related areas of
graphic design with design students.

collaboration among faculty and students
Y.
opportunity for professors to teach in areas
of their expertise
joint teaching of foundation courses which increases
awareness of other qfceas
early exposure to major which integratesfand
maximizes four years of study
breadth and depth of knowledge
appropriate media and tools to serve thematic
needs of the courses
seminars to give intellectual foundation
to studio courses
'orkshops which encourage community
thin the department
historical context for student worlt 'through
design studiies courses
career preparation for studen
The diagram of the hypothetical curriculum illustrates
proposed changes for the current curriculum, in an
effort to balance design process and digital technology
within the graphic design program.
Changes proposed within the hypothetical curriculum:
design and fine art professors jointly teach
foundation courses
introductory courses in graphic design are brought
into the first year
digital technology courses would be taught through
interdisciplinary courses that students would
be first required and later encouraged to take
to further their understanding of related areas
of design.
the first two years student develop analytical skills and
the last two these skills are synthesized on new
challenging projects
in the fourth year students will participate in Master
Designer Workshops, where professional
designers and faculty members will work in a
studio environment with students, focusing on a
specific area of study
m
strong emphasis on design history will provide a
context for the students own work
professional electives will focus on production
and marketing
a co-op will be required either during the summer
between their third and fourth year or during
the fourth year of study
































































The program description explains what is emphasized
within the hypothetical curriculum.
Foundations. The courses in the first year will be
jointly taught by fine art and design professors,
exposing students to different modes of thought.
Beginning in the first quarter, students will learn
various methods of problem-solving in the course
Aesthetics, to be applied in their studio work.
In the second quarter students will take Professional
Orientation, a course designed to allow students to
experience various majors offered within the college.
The objective of this course is to assist the student in
making a decision on a major before actually entering.
In the third quarter after Professional Orientation, each
student will enter their major. By entering a major in
the first year students will integrate and maximize Four
years of study.
Through Introduction Typography, students will learn
basic principles of design, such as line, shape, weight,
and intervals. Graphic design students will also take
Theory and Methods, a continuation and expansion of
Aesthetics. Here students will be advanced exposed to
problem-solving methods as well as principles of visual
semiotics and theories of the mind.
At this time, students will also be introduced to a Tools
and Processes series that will carry over into the
sophomore year. This series of courses will introduce
graphic design students, in an interdisciplinary setting,
to the tools of professional designers. The courses will
cover subjects such as software, color perception and




Freud's tfieory of the mind
Sophomore Year. Students continue their typographic
studies as the year progresses. The projects will become
more complex and systems design and organization
methods will be emphasized. Simultaneously students
will be taking Communication Design, developing
visual communications by integrating images
and symbols.
program description
Junior Year. During this year the courses taken place
strongly emphasize systems design, organization
methods, and problem-solving methods. Students are
introduced to social responsibilities through a seminar
and studio combination. The seminar provides the
intellectual framework for the studio component.
It has become even more important for design students
to learn how to sequence and pace type and imagery
not only for print applications but also digital mediums.
Sequence and Kinetics 1 & 2 was developed for









Interactive Media Projects 1
Senior Year. The student applies his/her knowledge
of graphic design in predetermined and self-initiated
projects demonstrating synthesis of understanding.
Students continue with seminar courses, investigating
such areas as current issues of design and/or chang
ing communication environments. During all three quar
ters students will work in a studio setting with profes
sors and professional designers, allowing students to
concentrate on an area of interest. Such areas include
interactive design, editorial design, environmental
design, corporate design, instructional design, and
community design. A senior thesis is required for
students to complete. This project is self-initiated
and guided by a committee of professors. A final
application and thesis show will be the final outcome
of the project.
Interdisciplinary Courses. Graphic design
students, in the junior year, will be required to take
introductory level courses in interactive media and
photography. It is recommended that students utilize
the opportunity for interdisciplinary courses. This is
an excellent chance for students to be educated by
professors who are specialists in their related areas
of graphic design. These courses offer students the
opportunity to strengthen their area of interest by taking
supporting classes in an interdisciplinary situation.
Design Studies. Student will be required to take
four of six offered classes in design studies. A strong
understanding of past and present design movements
allows students to have a context for their own work.
23
program description
Co-Op. A co-operative experience is a requirement
for graduation by the graphic design department.
This exposure of professional design environments
and work experience is vital for a student to put into
practice what he/she has learned. This co-op is
recommended to be completed during the summer
between junior and senior years. If it not completed
within this time the student has the option to fulfill the
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The attached form is intended to aid you in planning and evaluating your course instruction.
Time You should fill out Column A and share it with your department chairperson prior to offering
the course. You should fill out Column B at the completion of the course. You should then sub-
Koom Number




,_ The followinq resources are amonq the service that may prove helpful in planninq
Chairperson/Contact
a a / k k r y
and implementing your course instruction:
Instructional Media Services for audio-visual aids such as films, slides, video
Library will place books on reserve.
*partial or full credit of course; check catalog. College Office will expedite typing and duplication.
If partial credit, coordinate teaching with other Department Chairperson has RIT Faculty Procedures Manual, Educational Policy Manual,
faculty teaching this course. and may have a department policy statement.
Evaluation
Each course is to be evaluated by students each year. You may obtain evaluation forms and
directions from the Office of Faculty and Program Development for this purpose; you may use
a form available from the College Office, or you may design your own instrument. The result
may be share with the chairperson and administration at your discretion.
E2
course syllabus planner
The Committee established four goals for faculty evaluation and then





































The Syllabus contains general information for the students at the beginning of a course.
Fill in the requested information.
Self-Evaluator
Comment on how you perceive your success
or shortcomings in each item citing specifics.
1 . Course Description
State as it appears in the RIT catalog (with any personal modifications you might introduce)
2. Course Goals





The Syllabus contains general information for the students at the beginning of a course.
Fill in the requested information.
s syllabus planner
B. Self-Evaluator
Comment on how you perceive your success
or shortcomings in each item citing specifics.
3. Course Objectives
State what the students should gain from the course (e.g. ability to draw, write,
appreciate art, blow glass).
4. Course Requirements
Identify what you expect students to do in order to accomplish course objectives (e.g. class-
work, homework, projects attendance). Include sanctions if desired (e.g. for each day assign
ment is late, grade will be reduced one point).
ED
A. Syllabus Planner
The Syllabus contains general information for the students at the beginning of a course.
Fill in the requested information.
B. Self-Evaluator
Comment on how you perceive your success
or shortcomings in each item citing specifics.
5. Course Grading
Describe your grading system so that students understand what the course requirements
are worth in the final grade. [You will receive final grade forms with directions at the
end of the quarter).
6. Course Materials
List books, supplies, etc needed for the course. (Text book order forms available from




The Syllabus contains general information for the students at the beginning of a course.
Fill in the requested information.
sy 1 labus planner
B. Self-Evaluator
Comment on how you perceive your success
or shortcomings in each item citing specifics.
7. Course Outline
List topics, content, events of the course in their order of occurrence [include any guest
lecturers, field trips, media presentations, etc.).
8. Teachers Advice and Comments






1 .0 Course Number
1 .1 Course Name
1 .2 Class Hours
1 .3 Lab Hours
1 .4 Room
1 .5 Credit Hours
2.0 Course Description
3.0 Course Objectives








































5.0 Content to be made available
m
course description


















cognitive map a visual representation of your
perception, a cognitive map can show spatial or
conceptual relationships.
communication the imparting or interexchange of
thoughts, opinions, or information by speech, writing, etc.
creative process the design stages your mind goes
through when developing ideas. These stages include
preparation (involving both first insight and saturation),
incubation, illumination and verification.
design phases the steps you go through when doing
a design project. Each phase of design involves the
design process.
design process the stages your mind goes through
when developing design ideas.These stages which
are related to the creative process include research
(involving both problem identification and information
gathering), analysis, synthesis and evaluation.
digital technology technology which uses a binary
system to replicate information using primarily on-off
signals, transmitted electronically or through fiber
optics. Can represent numbers, text, graphics, images,
video, and sound.
flow diagram a graphic representation that shows
the sequence of a process. Can describe movement
of material or energy in natural processes.
m
gestalt the recognition of integrated patterns that moke
up an experience. The overall
style or personality that
one senses. This whole is more than a sum of the parts.
human factor a characteristic related to people.
Especially concerning how people interface with tools.
ideation the process of generating conceptual
solutions.
intuitive that is or can be perceived by intuition.
intuition the ability to perceive or know things with
out conscious reasoning.
lateral thinking an approach to creative thinking
typically involving consideration of alternatives.
process-orientation a focus more on procedures
or actions to be preformed.
systematic made or arranged according to a system,
method or a plan; regular; orderly.
system a set of facts, principle rules, etc. classified or
arranged in regular, orderly form so as to show logical
plan linking the various items.
technocracy tools play a central role in the thought
world of the culture. Everything must give way, in some
degree, to their development. Tools are not integrated
into the culture, they attack it.
g lossa ry
technopoly eliminates alternatives to itself, by making
them invisible and therefore irrelevant. It does so by
redefining what we mean by, religion, art, family,
politics, history, truth, privacy, and intelligence, so that
new definitions fit its new requirements. Technopoly is
totalitarian technocracy.
technological modesty having o sense of the
whole and not claiming or obtruding more than a
particular function warrants.
tool using culture the relationship in a given
culture between tools and the belief system or
ideology. The tools are not an intruder, they are
integrated into the culture in ways that do not pose
significant contradictions to its world view.
vertical thinking an approach to creative thinking
typically involving a linear, logical progression of steps.
visual thinking skills approaches that help you
comprehend what you perceive, and help you give
expression to patterns.
Visualization the formation of a mental image
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Changes. The rate at which information can travel has drastically
changed. In the not so distant past, information could only move as
fast as the horseman could ride. Today information can travel 'in the
blink of an
eye'
and it's still not fast enough.
Digital technology has affected society as a whole, sending more
and more information faster and faster, and changing the ways many
people receive and use information. The computer has become an
integral part of the work process. Now, almost any type of project,
at one stage or another, is handled through the use of a computer.
In addition to working directly with computers, we also now
communicate through them to other people. Digital technology has
changed the way people perceive distance, making physical location
unimportant. These changes have also impacted the field of graphic
design in a number of ways.
A Need for Design. Digital technology has influenced the way
designers work and think. Graphic designers still communicate
information. However, some of the ways in which we do have
changed. Whether we communicate through traditional print or
newer digital mediums, it is now more important than ever to be
able to communicate information clearly and concisely. The amount
of information people receive on a daily, if not hourly, basis is over
whelming. A designer's training in design processes develops critical
thinking abilities that assist him/her in using digital mediums to
communicate effectively. It is in this manner that designers can
contribute to the discipline of graphic design and society at large.
The designer's ability to identify problems and to organize and
prioritize information enables the end user to quickly access
and comprehend information.
Designers have begun to make the transition, in using digital
technology either by choice or force. They are now incorporating
interactive mediums in their professional work and not focusing only
on traditional print applications. The professional designer has made
that leap with his/her knowledge of design process that can be
applied to any medium.
Change for Design Education. Educational establishments seem to
be lagging behind and have yet to make this leap into the digital
realm. There are many reasons this may occur the institution itself
may be reluctant to change, the faculty may not have the necessary
training, or may be intimidated by digital technology. It is the
responsibility of the institutions and their educators to prepare students
for a digital world. Future students will be entering a design field that
uses and demands knowledge of both print and digital mediums,
forcing the students to be educated in both. It is important for students
to be able to create using a range of mediums including newer,
emerging ones such as CD-ROMs and web sites.
No matter what medium we design for, the process is the key to
effective communication.
Rationale
Impact on Education. Our world has been rapidly changing. Digital
technologies have made information accessible at a faster pace. It's
ability to offer specific information to more specialized audiences has
changed how we receive information. Graphic designers have had to
understand these new technologies in order to make use of them as
tools. However, we can no longer think of the computer as just a tool.
These technologies have changed our lives and have also had a
profound impact on the education of graphic design. This impact of
digital technology calls for a need to reconfigure the existing graphic
design curriculum. The hypothetical curriculum, on page 25, is a starting
point in restructuring the graphic design program.
Maintaining Balance. As new tools and technologies are
incorporated into a curriculum, it is important to maintain a balance
and recognize the importance of traditional skills and methods. Often
as these mediums are adopted, curriculums have become unbalanced
by faculty or students focusing more on the tools and less on design
processes. It seems that many of the traditional skills which encourage
a student to develop his/her creative processes have been forgotten.
It is with these ideas in mind that I propose a shift in our attention
back to a strong foundation in the principles of design, while
introducing new technologies to serve thematic needs of the courses.
By helping students gain a strong working knowledge of the design
processes and technology, I believe that they will be able to
communicate effectively whether it is in a print
or interactive medium.
Objectives of the Program. The primary objective of most under
graduate graphic design programs is to encourage students to learn
essential design processes and to develop their critical thinking
abilities. The goal of the hypothetical curriculum is the same, and aims
to accomplish it in the following ways. Beginning in first year
foundation courses students will be jointly taught by both fine arts
and design professors to be exposed to several modes of thought.
By entering the major in the third quarter of the freshmen year the
graphic design student will begin to establish an understanding of
the principles of graphic design. In the third quarter of the first year,
design students will be introduced to the essential software that
designers utilize.
Sophomore and junior years in the graphic design major are highly
structured and analytical. Students will demonstrate their understanding
of design principles by solving predetermined assignments. Senior
year is a culmination of the students knowledge and effort. Through
predetermined and self-initiated projects students will demonstrate a
synthesis of what they have learned. During the junior and senior
years students will attend seminars and workshops that will provide
the intellectual foundation for their work. Design studies will also be
emphasized to provide students with an understanding of the past, as
well as present context for their own work in the field of graphic design.
During their four years of study, students will be required to take
interdisciplinary courses, such as interactive media, film and video,
and photography. These courses will take place in interdisciplinary
settings allowing professors to share their passions for related areas
of graphic design with design students.
Principles
Restructuring the graphic design curriculum offers:
feasible and cost-effective changes
collaboration among faculty and students
opportunity for professors to teach in areas
of their expertise
joint teaching of foundation courses which increases
awareness of other areas
early exposure to major which integrates and
maximizes four years of study
breadth and depth of knowledge
appropriate media and tools to serve thematic
needs of the courses
seminars to give intellectual foundation
to studio courses
workshops which encourage community
within the department
historical context for student work through
design studies courses
career preparation for students
Hypothetical Curriculum
The diagram of the hypothetical curriculum illustrates proposed
changes for the current curriculum, in an effort to balance design
process and digital technology within the graphic design program.
Changes proposed within the hypothetical curriculum:
design and fine art professors jointly teach
foundation courses
introductory courses in graphic design are brought
into the first year
digital technology courses would be taught through
interdisciplinary courses that students would
be first required and later encouraged to take
to further their understanding of related areas
of design.
the first two years student develop analytical skills and
the last two these skills are synthesized on new
challenging projects
in the fourth year students will participate in Master Designer
Workshops, where professional
designers and faculty members will work in a
studio environment with students, focusing on a
specific area of study
strong emphasis on
design history will provide a
context for the students own work
professional electives will focus on production
and marketing
a co-op will be required
either during the summer between their third
and fourth year or during
the fourth year of study





















For the hypothetical curriculum to be effective
the constraints of the current program must be looked at
in order to make the best use of available resources.
The Graphic Design Department
(undergraduate only)
1 600 CIAS students
Approximately 315 undergraduate graphic design students
7 full-time faculty members
1 part-time faculty member
2 shared faculty members
1 full-time faculty member per 37 students
22 students per average class
4 graphic design studios (one is a split studio)
4 shared computer labs within CIAS
Quarter system (10 weeks per quarter)
Limited departmental budget
Program Description
The program description explains what is emphasized within the
hypothetical curriculum.
Foundations. The courses in the first year will be jointly taught by
fine art and design professors, exposing students to different modes
of thought. Beginning in the first quarter, students will learn various
methods of problem-solving in the course Aesthetics, to be applied
in their studio work.
In the second quarter students will take Professional Orientation,
a course designed to allow students to experience various majors
offered within the college. The objective of this course is to assist the
student in making a decision on a major before actually entering.
In the third quarter after Professional Orientation, each student will
enter their major. By entering a major in the first year students will
integrate and maximize four years of study. Through Introduction
Typography, students will learn basic principles of design, such as
line, shape, weight, and intervals. Graphic design students will also
take Theory and Methods, a continuation and expansion of Aesthetics.
Here students will be advanced exposed to problem-solving methods
as well as principles of visual semiotics and theories of the mind.
At this time, students will also be introduced to a Tools and Processes
series that will carry over into the sophomore
year. This series of
courses will introduce graphic design students, in an interdisciplinary
setting, to the tools of professional designers. The courses will cover
subjects such as software, color perception and application, scanning
techniques, and multi-media production.
Sophomore Year. Students continue their typographic studies as the
year progresses. The projects will become more complex and systems
design and organization methods will be emphasized. Simultaneously
students will be taking Communication Design, developing visual
communications by integrating images and symbols.
Junior Year. During this year the courses taken place strongly
emphasize systems design, organization methods, and problem-solving
methods. Students are introduced to social responsibilities through a
seminar and studio combination. The seminar provides the intellectual
framework for the studio component.
It has become even more important for design students to learn how
to sequence and pace type and imagery not only for print applications
but also digital mediums. Sequence and Kinetics 1 & 2 was developed
for students to learn these necessary skills.
Senior Year. The student applies his/her knowledge of graphic
design in predetermined and self-initiated projects demonstrating
synthesis of understanding. Students continue with seminar courses,
investigating such areas as current issues of design and/or changing
communication environments. During all three quarters students will
work in a studio setting with professors and professional designers,
allowing students to concentrate on an area of interest. Such areas
include interactive design, editorial design, environmental design,
corporate design, instructional design, and community design. A
senior thesis is required for students to complete. This project is
self-initiated and guided by a committee of professors. A final
application and thesis show will be the final outcome of the project.
Interdisciplinary Courses. Graphic design students, in the junior
year, will be required to take introductory level courses in interactive
media and photography. It is recommended that students utilize the
opportunity for interdisciplinary courses. This is an excellent chance
for students to be educated by professors who are specialists in their
related areas of graphic design. These courses offer students the
opportunity to strengthen their area of interest by taking supporting
classes in an interdisciplinary situation.
Design Studies. Student will be required to take four of six offered
classes in design studies. A strong understanding of past and present
design movements allows students to have a context for their own
work.
Co-op. A co-operative experience is a requirement for graduation by
the graphic design department. This exposure of professional design
environments and work experience is vital for a student to put into
practice what he/she has learned. This co-op is recommended to be
completed during the summer between junior and senior years. If it
not completed within this time the student has the option to fulfill the
requirement during the senior academic year.
Glossary
cognitive map a visual representation of your perception.
a cognitive map can show spatial or conceptual relationships.
communication the imparting or inter-exchange of thoughts,
opinions, or information by speech, writing, etc.
creative process the design stages your mind goes through when
developing ideas. These stages include preparation (involving both
first insight and saturation), incubation, illumination and verification.
design phases the steps you go through when doing a design
project. Each phase of design involves the design process.
design process the stages your mind goes through when developing
design ideas.These stages which are related to the creative
process include research (involving both problem identification and
information gathering), analysis, synthesis and evaluation.
digital technology technology which uses a binary system to
replicate information using primarily on-off signals, transmitted
electronically or through fiber optics. Can represent numbers, text,
graphics, images, video, and sound.
flow diagram a graphic representation that shows the sequence
of a process. Can describe movement of material or energy in
natural processes.
gestalt the recognition of integrated patterns that make up an
experience. The overall style or personality that one senses.
This whole is more than a sum of the parts.
human factor a characteristic related to people. Especially
concerning how people interface with
tools.
ideation the process of generating conceptual solutions.
intuitive that is or can be perceived by intuition.
intuition the ability to perceive or know things with
out
conscious reasoning.
lateral thinking an approach to creative thinking typically involving
consideration of alternatives.
process-orientation a focus more on procedures or actions
to be preformed.
systematic made or arranged according to a system, method
or a plan; regular; orderly.
system a set of facts, principle rules, etc. classified or arranged
in regular, orderly form so as to show logical plan linking the
various items.
technocracy tools play a central role in the thought world of
the culture. Everything must give way, in some degree, to their
development. Tools are not integrated into the culture, they attack it.
technopoly eliminates alternatives to itself, by making them invisible
and therefore irrelevant. It does so by redefining what we mean by,
religion, art, family, politics, history, truth, privacy, and intelligence, so
that new definitions fit its new requirements. Technopoly is totalitarian
technocracy.
technological modesty having a sense of the whole and not
claiming or obtruding more than a particular function warrants.
tool using culture the relationship in a given culture between
tools and the belief system or ideology. The tools are not an intruder,
they are integrated into the culture in ways that do not pose
significant contradictions to its world view.
vertical thinking an approach to creative thinking typically
involving a linear, logical progression of steps.
visual thinking skills approaches that help you comprehend
what you perceive, and help you give expression to patterns.
Visualization the formation of a mental image that can help you
coordinate your mental and physical activities.
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